



























































































































































































































































































































































































































































































































































































































































































































































































































The Role of Bodily Expression and Speech Acts 
in Elementary School Children's Play
Shuichi Sugitani
︿Abstract﹀
　　We have given an explanation for children's play from the perspectives of toys, objects, sequences 
and agents. Such an explanation is the normative approach to children's play. In this paper, we examine 
how an interaction process of play goes on by the concept of “bodily expressions” and “speech acts”. 
　　Bodily expressions and speech acts join with each other in multiple patterns. In the competitive 
game, Agon, two of them are put into general use in a game of maneuvering which tries to elicit a 
response from competitors. On the other hand, bodily expressions and speech acts contribute to make 
the process go smoothly in the type of play such as teawase asobi which gives pleasure because of 
synchronization by the participants.
　　These two elements are created by the conditions that players are in accord with. It was found that 
bodily expressions and speech acts were shown in various ways, not the results of role-performance as 
in the case of observation of kituneturi. When a different condition of play was adopted in kituneturi, 
the children made different bodily expressions. When the condition was advantageous to him, the roll 
of fox made for effective feints. But when a new condition that was advantageous to the role of hunter 
was adopted, there were almost no tricks and feints in the game.
　　The condition of play is a basis of choice and control over bodily expressions and speech acts.
There is not always just one condition, but there can be various ones for each role. Participants of 
play understand both the conditions of themselves and others in the game.
　　A new condition is sometimes taken into a game by that process. In the case of darumasangakoronda, 
we found that one of the mature players had taken the new condition and was creating funny poses 
and strange faces. Then, every player adopted it. This case shows that a casual bodily expression pull 
some responses and they resulted in new condition. 
　　The new condition wasn't  part of the initial one. There was a multilayered system of two 
conditions in the one game.　We are unable to explain how children's play goes on as an interaction 
process. In this process, players refer to and extract from external resources and thereby  create a 
diversity of plays through organization of conditions, bodily expressions, and speech acts.
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